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Love, Hate and Loathe: the Vaccinator 


Atoll Artwork Made and Rendered by Halesown 


McGuinnsBook, aged 20, 
gives Ala run for its money with 
his brilliant 
voice acting. 
A small TF2 
content cre- 
ator with only 
90.5k sub- 
scribers, his 
impression 
will leave you 
wondering if 
he stole all the voice boxes from 
the official voice actors. But no, 
Guinn’s talent is all natural, his 
voice now being used in the 
summer 2023 gamemode, 
“Versus Saxton Hale.” 


McGuinns, also Known as 
James McGuinn, was introduced 
to TF2 as a wee lad, seeing TF2 
content on his grandma’s com- 
puter though gmod shitposts. 
Though it took 2 years to find out 
that the lovable mercs weren’t 
just characters made by some 
Youtuber, but instead playable 
dorks in Valve’s TFe. 


James started off voice act- % 
ing during highschool, when one 

of his friends named lan, also 

known as Xcronics105, 

introduced him into voice 

acting. He started with fandubs 

of the popular animation 

Youtuber Piemations, using 

iMovie, a phone and a USB mic to 
create memes. 


It was not until he was 15-16 
when James got an XLR mic that 
he started using his incredi- 
ble voice for more serious voice 
acting. Starting off on 
Instagram, he soon moved to 
Tiktok, and now Youtube, where 
James is starting to pick up 
speed with his TF2 impressions, 
among other popular voices in 
media. 
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James appreciates the work 
that he has now and loves what 
he does, and he said that his 
biggest inspiration comes from 
Markiplier’s early days with 
creepypastas. 


When asked what James 
sees in his future of TFe, he 
mentioned wanting to work with 
bigger names. Already 


having 
worked with Shork, 
Silentmanjoe and now Valve 
itself, he aims to work with 
Winglet, with James 
Saying: 


“4 


“Winglet makes it seem like 
’m watching unreleased Valve 
shorts.” 


James has more goals than 
just voicing memes on Youtube. 
With his career being kickstart- 
ed by working with Valve for VSH, 
James sees himself working on 
movies with as a full time voice 
actor. 


When asked about Al art and 
its futures, James had a nega- 
tive outlook on its popularity 
Over the past year and a half. He 
Says that art is about the hu- 
man experience, and calls Al art 
a threat to the entertainment 
industry, and that it’s been used 
for more bad than good. 


PORTER UN CHAPEAU 


When asked what he loves to 
do most while playing TFe, James 
Said that he loves to play as 
“Spout” a scout subclass where 
you play as a friendly, looking at 
non-spy players on the 


enemy team and spamming the 
“Spy” voiceline at them, causing 
the team to turn against each 
other before mad-milking and 
back-scattering them. 


When asked about what 
other projects he and Valve will 
work on, all James said was that 
he’d “see you on Halloween!” so 
we could perhaps expect see our 
mercenaries 
voiced by 
McGuinns again, 
this time in the 
beloved Scream 
FOrtress...? 


All we know 
for sure: 
Whatever 
McGuinn 
does, we 
know he’ItL 
knock it out 
of the park. , 
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What is an artist? 


This is a question | ask myself often. Is an artist simply someone who is good at drawing? 


Is it something more? Can anyone who is good at something creative be considered an artist? 
It's something people much smarter than me have debated over, 
and not something | think | am well-equipped to answer. 

However, | feel that, if nothing else, | understand the question and potential answer better. 
Due to many things, but at least partially due to who we have been able to interview. 

Today, we were able to interview an individual who has an insightful outlook on what it means 
to be a creator for this game. 
And we feel lucky to have been able to interview them in the first place. 


MANN Magazine readers, this week's workshop creator is OverlordLettuce 


We had our fair 


share of questions for 
them starting with: 


1. How’d you find out about TF2 
and what got you invested into playing it? 


“My very first contact with the game was finding a physical copy in my local supermarket’ they said, 


“Which, not knowing what the game was back then, 

it still surprises me how vivid of a memory it was’. 

This probably meant they got a copy of it for the Xbox 360 or the PS3, 

although physical copies did exist for PC. 

Lettuce went on to say that a while later in high school, they met a group of “Capital ‘G’ gamers” 


who “infodumped a bunch of TF2 lore and mechanics” on them, 
leaving them “equal parts intrigued and bewildered’. 

By the time they bought their own computer to play it themselves, 
the aforementioned gamers had moved on other games. But by now, they didn't need to play it with friends to enjoy it. 
Lettuce was so “deep in the sauce” that they could more than enjoy it on their own. 

‘| was thinking about (TF2) constantly, headcanoning weapons and cosmetics | would like to add”. 
This is an experience that seems far too common for many avid TF2 players, 
or at least aspects of it relate to my own experience with the game. 


“And then’ they said, “l found out about the workshop’. 


2. What got you into Blender (or whatever program you use) and rendering? 


“My main claim to fame(?) is concept art” they said in response, 
then going on to talk about and explain what concept art is and what 
the best concept art looks like. “The best concept art tries to get as 
close to what the final model should look like as possible”, and that it 
should be a “guide” for the person modeling the item on “shapes, 
proportions, textures, materials, on how to sculpt the soft surfaces and 
where to put the hard edges”. Lettuce said they used photoshop, and 
said they like to be a “jack-of-all-trades” and said it was more fun to 
“work with a bunch of people and pick 1 part of a project to 
concentrate on”. (talk about how the magazine functions the same 
was and that it is fun)(also maybe have a joke about them 
apologizing that it was too long, saying something along the lines that 
it is fine and that it gives more to write about). 


Like others we have interviewed in the past, Lettuce said that inspiration 
can come from anywhere, which is 100% true, especially when making 
content for this game. “I think it’s more about gaining an understanding 
about the style, proportions, and texturing that allows something to feel like 
fitting in TF2” they said after. Lettuce then went on fo state that a great 
personal inspiration for them was the games original concept art, as well 
as community made concept art that imitates the style. 

“Everything, from the stylization to the muted color scheme tickles my brain 
in a peculiar way.” 


4. Do you look up to someone in the Workshop community? 


Lettuce simply responded by saying “Euh... everyone? There are very little 
people in the space who | don’t admire”, saying it was crazy to them that 
a lot of them were younger than they were following by saying ““cries*” 
However, there were some creators who they did want to shout out “in no 
particular order’, which is provided below in their own words: 


Ducksink for being the GOAT, 


Lazersofa who does about 80% of the annual combined concept 
production on his own (with no loss in quality), 


Diva Dan whom | am convinced is made out of cocaine going by how 
prolific they are and seems to be physically incapable of posting anything 
but bangers 


Neodement who you have to thank for about half of all the cosmetics in 
the game 


And lastly, personal friend and cracked sculptor Puinguin, absolute 
legend. 


5. And finally, do you have any advice for the TF2 community? 


While usually | would write something silly and convey what the person said when we asked 
them in bits and peices, | think it is best to put what Lettuce said: 


“Might | take this opportunity for a public service announcement: Dear entire Team Fortress 2 
community... THAT IS NOT WHAT ARTSTYLE MEANS!!! The artstyle of TF2 is defined by the way 
proportions are skewed, by it’s stylizations, by the textures, the use of square brushstrokes, noise, 
thick edgewear and a muted color pallet to hint at whatever materials are being depicted 
rather then realistically depict them. 

However, none of those things have anything to do with whether the Potassium Bonnet fits in 
the game or not. If you actually want terms to discuss the subject with, you can talk about theme, 
or historical accuracy or cultural relevance or whatever. Actual advice | want to give is this: Kill 
the update in your mind. People would be better off waiting for the rapture then they are for 
Valve's next big major update. However, if people would stop stigmatizing community content 
and would stop giving a damn whether or not something is officially included or not, then 
people would have so much more content to consume. 


ADVENTUROUS COLLECTION: ROLLING THUNDER 


Cause the truth is the community has created more (and just straight-up better) content then 
Valve ever has for this game and these days the community has been given more & better 
tools then they ever had before. The only things community creators don’t have (enough) is 
clout and ease-of-access. Community projects are entirely reliant on word-of-mouth and 

experiences are often gated behind the community browser, third-party websites and dodgy 
arcane download methods. If people don’t want to be smothered to death by the ease of 
quickplay to play the same handful of maps until they burn out, they're going to have to start 
doing some exploring, actually getting familiar and knowledgeable with all the various 
community groups and sharing the message. We need community content curation and 
documentation so community creators get an audience and community members enjoy new 
content, maybe even be inspired to become the next generation of creators themselves. 
That's how we, the community. can make TF2 a better game, in spite of Valve. 

That's why | really want to support and encourage something like Mann Magazine. 
You people are potentially a force for a better, more connected TF2 community’. 


| think that art is one of the most important things... ever, reallly. 
Things like food, water, 
shelter, etc. are important for fostering and maintaining life, but 
art makes life interesting. 

A world without art is a boring and bland one, and the artists 
who make this art are just as, if not more important. | do not 
believe myself to be an artist, even if a writer falls under the 
category of one. What | do feels... easy, for lack of a better 
terminology. And for a while | believed that art needs to be hard, 
that the person who does it needs to struggle to make what they 
do. But that idea has been challenged in recent times. Partially 
due to a very close individual who is an artist, but also because 
of people like Lettuce. 


Without workshop creators, this game would be stag- 
nant and lacking in hats, maps, and warpaints and the 
game in general would either be completely different or 
simply not popular anymore. While the new content we've 
received over the past several years has been less than 
some of the bigger updates like Jungle Inferno has 
been... stagnant, to say the least (not including the 
summer update of course). But the reason we are getting 
new things at all is because of the wonderful workshop 
creators that make things for this game. If people didn’t 
make stuff on the workshop for this game, the Twisted 
Topper would be nothing more than a silly idea someone 
had for a hat that never came to be. 


4’ 


That could be said about most people’s favorite hats. What I’m trying —_‘MletHanizeD 
to say is please, please take some time to appreciate the people who sede 
make things for this game, they usually do it for free and make, to quote 
Lettuce, “More (and just straight-up better) content then Valve ever has 
for this game”. Ultimately, | don’t think there will ever be a definitive 
definition of what an artist is, aside from “someone who makes things 
creatively”. 

New forms of creative expression come to be every day, and to say they 
are or are not art would go against what art is in the first place. That’s 
all from me for now, please check out OverlordLettuce on steam and 
any social media platform you can find them on. 


The cosmetic set of the month. 
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On a lone island with a lighthouse, small 
shacks and concrete structures, our 
mercenaries are fighting off a horde of 
zombies at Atoll. 


Article by 
Toaster Lad 


Renders by 
halesown 


Layout by 
nenkaii 


Atoll - Map of the Month 


Atoll is a community map modes such as VHS (Which can 
designed by Nat-Tea, netmuck, now be found in TF2's “misc” 
Emil (aka “2560x1440”), Liam category) and KoTH. 

Moffitt (aka “Damned Daniel”) 

and last but not least, Danni (aka It also features a dark, 

“Unfortunate Development”). storm-ready sky with a daunt- 
ing full moon. It's clear this map 

Some of these creators had is ready to possibly be featured in 
a hand in creating other notable 2023's Scream Fortress update. 
maps; Emil contributed to Hard- (We're crossing our fingers!) 
wood, and Liam Moffitt worked on 
both Pheonix and Pelican Peak. The map seems friendly to 

classes with high mobility, so any 

This map uses the zombie in- Soldier or Scout mains will love 


fection V-script, which turns BLU this map. The verticality also 
into a team of deadly zombies who _ lends the map to becoming another 


turn anyone they kill into zom- place for trolldiers for fall in love 

bies as well, fight against the RED _ with, like Hightower or Upward. it 

teams surviving cast. also shows some promising areas 

for 10k hour sniper mains to ruin 

Atoll features the pebble-y your day with their millisecond 

shores of our beloved Selbyen and like aiming and accuracy. 

has a small but complex layout, 

making it good for other game The map's center features 
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a lighthouse that dominates the 
view, surrounded by concrete. The 
docks on one side of the island are 
next to a big Blu warehouse and an 
abandoned fishing hut. Across the 
map stands another fishing hut, 
with a makeshift wooden ramp 
leading down into the murky 
waters. 


Lamps of dead trees and old 
lights strung by wire dimly light 
the map, emphasizing the spooky 
theme with atmospheric lighting. 


I'd give this map a 8/10. It serves nicely as a zombie infection map, 
but also holds room to allow for other game modes to be built atop it. 
It's in the running against VHS_nucleus for best small sized map for 
VHS. 


My only negative of the map is its possible advantage to zombies, 
since the only enclosed space has weird geometry that allows zombies to 


keep a foothold on the area. 


el Wars: 3: The Great Showdown 
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art by Zbeats 


Here at TF2bers Club we've seen our fair share of animators and 
we gotta hand it to those guys, they sure know how to breathe life 
into Valve created, vanilla TF2 models, love ‘em. Well up until 
Bloopander showed up at our front door, slapped us across the 
face (we really gotta find some kind of countermeasure for that) 
and showed us wonderfully crafted and horrifyingly realistic 
TF2 PUPPETS! 


That's right these puppets have been hand made (within the digital 
world) by Bloopander themselves! They're not just refreshing 
eye candy either, Bloopander strives to create funny short 
animations with them. The silly and out there joke set-ups 
really do the charming puppet style justice, but dont take it from us, 


here's Bloopander giving you the rundown themselves: 


) "Hey there, it's Bloop. lim the animator/puppeteer that 
w has Turned the mercenaries into bouncy-armed puppets. 
My episodes are usually jokes about the 
weapons, a 30 second build up to a punchline, 
NN or situations the mercs find themselves in! 


Did you know that my Balloonicorn 
puppet was originally animated 
through motion capture? 

You can find my animations 

on my channet Bloopander!’ 


Qoog 


Qoog was once cold. 
Qoog was awfully bold. 


Qoog had himself a lovely new hat. 
Qoog's lovely hat was awfully flat. 


Qoog's friends said such mean things to him: 
*Incomprehensible monkey noises* "POOR" *Slack-jawed laughing* 


"IRISH" 
Qoog, now upset, grabbed his hat by the brim. 


Qoog stood by the warm, roaring fire. 
Qoog threw the hat in, doomed to be pyre. 


Qoog, however, was surprised by the result. 
Qoog pulled out a hat of no insult. 


Qoog put hat on Cavebackpock. 
Qoog no longer caught any flack. 


Qoog now invents particles of all kinds. 
Qoog wants you to join and make unusual new designs! 


INCOMING TRANSMISSION 


I have a message for you coming straight from the future of 3007: a future where reading was put down like a dog and we finally just communicate 
through LOS Sao effects! (You. ee ee Cu eiianeios poly dizading due to inability for your browser to support future pare effect extensions. ) 


I am Zooog, long descendant of Ooog, and we have: proudly ept making unusual 
Though I must tell you that we have long surpassed the mere and modest styles of iiahting a hat on fire! 


y. —————— 


In the future, we use all sorts of devices! Particle accelerators, particle incubators, particle vaporizers, 


F- = particle revitalizers, and even particle decelerators! 
2 | ‘particles through decades of time just to compliment some emperor’s bronze crown. Sure, that gave him a god complex and he 
== believed in a non-existent and bloodthirsty sun-god, but little does he know that the effect we gave him was Massed Robo-Flies. 
That crown wouldn’ t even be worth ten keys in our advanced-sti | !-Mann- Company-controlled economy! 


Point is, this isn’t great-great-great-great-great-grandfather’s Particle Mayhem. 
We want you to go beyond the basics of a piece of fabric on fire, we want you to go beyond time and spacel 


Give us particles that were redshifted! Give us particles that that were blueshifted! Give us particles that dare 
live in the 25th hour and the Oth hour! Give us particles that have seen the day they die and the day they were born! 


Beyond time and space is not a creative push, but truly the only way to go from here! 


Poem and transmission written by yeehawss | SFM Art by Trumpet | Paint Under and other effects By Alto Arcade 
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THE VACCINATOR 
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Well well well, if it isn't the Medic main we beat the snot out of last time TableCroissants 
looked away from the company computer with all of the actually important 
and finalized articles. 


If | recall correctly, you uttered the words, The Vaccinator is fair and balanced before 
an audience of other functioning human beings and properly got what you deserve. 
(Your just desserts are seven missing teeth and the sneaking suspicion that one of your 
vital organs have gone missing.) 


In all seriousness, the random crits topic last issue fit much more into the multiple 


parts of the ‘Love, Hate, and Loathe, name because one often or not does love, hate, ZA\ oN 
and loathe random crits. The phenomenon is comparable to that of your weird uncle AN Ni wn \ 
who doesnt leave after the Christmas party for like, 3 years. iS Wy 


) - 
The Vaccinator, however, is a hellspawn that sits in just the loathe’ portion of this i ll 
section. A random crit now and then is a ‘hahahaha, look | died because of a subpar zr u 
scaling, | will probably crit someone else and laugh about it kind of moment. 

Ad) 
Dying to a Vaccinator pocket is like if someone sliced open my Achilles' heel and told me \ 
to run a marathon against Usain Bolt It is agonizingly painful and outlandishly unfair. gi \ ey 
A 


\\\ 
Before | get into the nitty-gritty, let me break it down with a dramatic example that A ANY . 
Alto makes pop with some great art that | have no idea How they bump out that fast. BK A\ \N 


(You would never know -Alto) 


1 YOU ARE IN THE 2FORT LOBBY EVER. 


You are playing Sniper, acting as your team's head pick class. (Really you are 
just bullying other Snipers and randomly bodyshotting other classes between 
the enemy Snipers’ respawn times, but that doesnt matter.) 


Your headshot aim is impeccable, and as you land your next shot, your 
next HEADSHOT, the enemy Sniper... lives. 
——————— 


The confusion struck you harder than the subsequent headshot that killed 
you immediately after. 


Cooling off after that strange encounter where you hit your shot first and 
the game did say you landed it only to die immediately after, you go run 


amok as Soldier. . 
IO72G- 


Some nice juggles here, a Reserve Shooter clip there, the funny crocket 
moment and all that merriment. You turn a corner to fight the Demoman in 
BLU courtyard. He has no idea that you are about to lay the mother of alll 
crits on him. 


You giggle with glee as you hear that 
brutal noise come out of your rocket launcher, 
and yet you must frown immediately. 
You see the bastard Medic who 
has denied you your cheeky kill. 


NOT JUST DENY YOUR CHEEKY KILL, 
YOUR 270 DAMAGE CRITICAL 
HIT BECAME A MEASLY 27 DAMAGE FLICK 
IN THE BLINK OF AN EYE. 


Obviously, the Demoman was also Pipe 
Jesus and hits the 180 degree 
wrist flick to hit the crit pipe clip for his 
seventh frag montage 
= followed by the double Schadenfreude 
> ern / that caused you to shove a fist straight 


CDNIAUNTT . through your computer. ’ 
Toi a 
i = el pe < SX 


a 
: —— > And as you cry over the loss of your sweet monitor 


— and the money it will take to replace it, 
the memory of the the Medi-Gun the Medic was using was 
—_ burnt into your mind... 
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Alright enough cherry picked examples, but | truly do hate this contraption from hell. 


Every time | think about this thing, the first thing that comes to mind is, Why did Valve make an item that 
punishes every primary weapon in the game because you used it for like, 5 seconds?’ 


A bold statement, no? Well think about it! 


Wanna attempt to flank the Vaccinator Medic as Pyro? 
Cant sorry, fire resistance that makes you a joke. 


Wanna use explosive damage as Demoman or Soldier? 
No good, your burst damage 
gets tanked out by explosive resistance. 


Wanna use the most central damage type in the entire 
game, bullet damage, something that SIX of NINE classes are 
locked to, (not counting melee damage which will be 

talked about momentarily)? 


CANT DO THAT, NO SIREE, CAN'T DO 
THAT, THAT THERE MEDI-GUN GOT BULLET RESISTANCE. 


You cant headshot that Medic, you cant meatshot that Medic, you cant burn that 
Medic, you cant pipe that Medic, you cant do any meaningful damage at that Medic. 
(And if you can, you sure as the sky is blue, cant do it consistently if the 

Medic's pockets have any more than 4 IQ) 


The only type of damage the Vaccinator can’ resist is melee damage. 

Which means that there are two, count ‘em, TWO of NINE classes that have 
functioning tools to counter the Vaccinator. The Spy and the Demoman, provided he 
is using melee-centric tools and weapons. 
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You read those words correctly, you very literate and loyal MANN reader, the 
commonly considered worst classes in the game, (speaking in terms of Demoknight 
being a separate class from Demoman,) are the only two that can be 

relatively consistent on picking off that resistance obsessed rapscallion. 


The well placed stab or swift sword swing can have that Medic dispatched 
comfortably. Issue. That Medic has an entire team of goblins that will find you 
before you get your singular pick or you die immediately after. Congratulations, 
you switched to a counter class just to get one kill and buy your team roughly 20 
seconds. Such immaculate counterplay. Love to see it. 


‘B-B-BUT THE STOCK UBER GIVES YOU IMMUNITY FOR THE SAME TIME AS 
ALL FOUR VACCINATOR CHARGES GOING OFF!’ 
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Yes, but the stock Medi-Gun doesnt 
constantly emit resistance buffs, builds at an actually fair pace of a minute, 
and doesnt have a premature panic button that just works. 


TEAM SORTRESS 2 


As | finally remove my now grimy thumbs out of your now mangled eye sockets, | 
dramatically look out to the moon to remember the most tragic part of the Vaccinator. 


(No, it was not the amount of cheaters and cucks that use the Vaccinator to 
aid bots so that they cant die, but that does go to show how much this thing gets away 
with and how much it needs to fry under a decent rebalancing.) 


The Vaccinator was a part of the Mecha Update. It was a merry update, being the 2012 
Christmas update that brought along the original festive items, an assortment of 

great cosmetics, a crutch for bad Engineers, the Loose Cannon, as well as 

Operation: Mecha Engine. 
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The Rescue Ranger and the Loose Cannon were clearly made for Mann 
Versus Machine. The Rescue Ranger functioned like a panic button for sentry busters and the Loose 
Cannon allowed for great bomb carrier push back. You know what the Vaccinator did for Mann Versus Machine? 


Literally nothing effective. There was never a situation where it was a better choice to run the Vaccinator over the 
Kritzkrieg because the Vaccinator's resistances were overwhelmed by the amount of enemies present in waves. 
The Vaccinator crushes human aim and the limits of an opposing enemy team, but put the Vaccinator in 
front of eight bot aim Heavies and that Medic will be Swiss cheese and kicked from the Tour of Duty 
lobby in less than 20 seconds. 
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My biggest gripe with this complicated bundle of cables is that it was never good at what it was meant to do: 
be useful in Mann Versus Machine. Instead, we sit with a reverse Gas Passer situation: a weapon that is painfully 
effective in conventional gameplay, but absolute scrap in the mode it was supposed to be good in. 


Sure, it was technically awful on launch, sure it didnt get better for seven months, and then didnt get actually improved 
upon until three years had passed, but the Vaccinator is now currently too good. Hell, it was given 
a buff for Mann Versus Machine back in July 2022 that could make it at least fun to use, but it still wont be better 
or on par than the Kritzkrieg. 


The Vaccinator's state today is one that requires tuning down. It crushes pubs if the person using it has 
any idea on what they are doing and if their teammates have eyes. One simply does not counterplay the Vaccinator. 


However, there is one little speck of hope in this dark tunnel. Most 
Medics dont use the Vaccinator, and for every few Medics that do use 
it the Vaccinator, most are young Medics that dont even know the 
key to switch resistances. 


That said, if another Vaccinator Medic gives me the bug where 
Spy will permanently have the resistance sign over his head, even 
if invisible, | am going to cry very loudly as | pretend | am strong 
enough to actually do something about it. 


(Hey, you! MANN reader! If you have any ideas for topics that you want to see 
covered in the Love, Hate, and Loathe section, a section that | am currently deciding should live 
in the spicy takes on actual game mechanics or just the whatever the staff feel like writing section, 
be sure to let us Know on the Discord or on Twitter. | am thinking next month the article will lean 
towards the love’ section, highlighting some of the game's better design moments.) 
-Yeehaw88 
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